Living walls appear to be normal walls of stone or brick, although they radiate both evil and magic if detected. However, a character who casts a true seeing spell or who peers through a gem of seeing will see past the illusion: the wall actually consists of graying and sinewy fleshof faces, hands, broken bones, feet, and toes jutting from the surface. Characters within 5 yards of the wall can hear low moans of horror, pain, and sorrow issuing from it. Even if a silence spell is cast, the moans still rise. Though a living wall will not initiate and attack, characters that come within 2 feet of the wall may be weakly grabbed by its many beseeching hands, tugging at them and imploring them for deliverance.
COMBAT
A living wall will never initiate combat. If attacked however, it will return attacks using the abilities of every victim it has absorbed. The stat block above is for any living wall that has not yet absorbed any victims, and for characters that directly attack the mass of the wall itself rather than its absorbed victims. Absorb (Su): Any creature that dies within 100 yards of a living wall are animated as per the animate dead spell cast by an 8 th level sorcerer. Such undead are incapable of combat, and head directly for the wall to be absorbed by it. Creatures absorbed by a living wall actually strengthen it. Victims captured by the wall retain all the abilities they had in life, although if spell-using characters absorbed into the wall the only spells that can be used are those that the character had prepared (and had material components for) at the time of absorption. Each of these spells are renewed every day and are part of the collective memory of the living wall itself; the lack of intelligence of the living wall has no bearing on its ability to cast these spells. They are always cast at the level and strength at which they were prepared by the victim before absorption. The material components of the spells are not consumed.
If the wall assimilates a paladin or cleric, all his special powers are reversed (e.g., detect good rather than detect evil, harm by laying of hands rather than heal, etc.). The turning abilities of a cleric can be used to command any undead in range. As part of the wall, victims become chaotic evil and fight any creature that approaches it to the best of their abilities.
If a character willingly grabs the hand of a creature within a living wall, he must make a Will save (DC 17) or become absorbed into it while still alive. If he makes the save, he is able to break free. A character that views the absorption of any living creature into the wall must make a Will save (DC 17) or be shaken. Once absorbed, characters are lost forever. A wish spell, worded carefully, can remove one or more trapped characters. The hit points of an absorbed victim, minus any Constitution bonus, are added to the living wall's base hit point value. These are bonus hit points, and do not increase the base 8HD of the wall. Impassable (Su): Passwall spells do not allow individuals to go through a living wall. Characters must either cut or blast through using magic. This, however, allows the wall to return attacks. When cutting or blasting through a living wall, the stench that arises from the exposed under-flesh is nauseating and horrifying. A Fortitude save (DC 14) is required to avoid passing out from the smell. A successful save indicates the character is only nauseated. Unconscious characters become subject to absorption. Immunities: Living walls are immune to all temporal and planer spells. Speak with dead, detect thoughts, and similar spells reveal a cacophony of tortured minds and voices. The caster learns nothing and must make a Will save (DC 14) or be shaken.
LIVING WALL VICTIM (Template)
Living wall victims are the unfortunate individuals that have been absorbed by a living wall. They are pitiable creatures, fully aware and conscious of their torture, watching helplessly as their abilities are used to further the goals of evil.
CREATING A LIVING WALL VICTIM
"Living wall victim" is a template that can be applied to any creature that has been absorbed by a living wall (hereafter referred to as the "base creature"). Its type changes to "undead." It otherwise uses all the base creature's statistics and special abilities except as noted here. Size: The base creature's size doesn't change when absorbed into a living wall, however it becomes part of a creature that is Huge on the whole. Hit Dice: The base creature's maximum hit point value, minus any Constitution bonus, is added to the living wall's main hit point pool; hit dice are not increased to d12 before being added to the hit point pool.
Speed: Decrease to 0 ft.; creatures absorbed into a living wall are incapable of movement. AC: Add +4 natural and -2 for being part of a Huge creature, and assume a Dexterity bonus of +0. 
